NEWSLETTER ISSUE 3 - AMOS User Club 


□ Editorial 

Slightly late, but here, issue 3 of the 
official AMOS newsletter ! If you are 
wondering about the delay, It Is mostly 
because there still a large number of 
membership applications coming In, and 
most AMOS users are still getting to 
grips with programming and haven't been 
able to send articles In. This Is fine by me, 
as I don’t mind writing more articles, but 
this does make it take longer to produce 
the newsletter. Fortunately, the way the 
AMOS Club subscription works, your 
membership runs from Issue 1 to Issue 6, 
rather than over a year, so those of you 
who joined when Issue 1 was first released 
will get an extra long membership, and 
more time to use the helpline, which is 
now averaging 20 calls a day. 

□ AMOS VI .23 

A new version of AMOS should be out 
by the time you read this, and you can 
update your copy of AMOS to VI.23 with 
the APD36 update disk from the AMOS 
P.D Library. If you bought the APD 36 
VI.21 update from Sandra previously, then 
you can get this disk updated to the 
latest version by sending your old AMOS 
P.D upgrade disk back to Sandra with an 
S.A.E and 50 pence. Unfortunately this 
offer is open to members in the U.K only. 

VI.23 of AMOS fixes previous bugs with 
the INPUT command in VI.21 (AMOS 
Locked out If you used It in a loop), 
Sequencial files now work properly and 
you can also use up to 4 Interlace mode 
screens (Deluxe Paint’s Hires mode). Not 
to mention the fact that AMOS VI.23 is 


fully multi tasking and works on the 
Amiga A3000 and CDTV machines I 

Thanks to everyone who has managed 
to send articles and tips In for this Issue, 
even the ones we didn’t use (They might 
be used In the next Issue). 

If you wrote in with a question, but 
didn’t enclose a stamped addressed enve¬ 
lope, then I will answer the question In the 
newsletter If It hasn’t already been 
answered (I still get people asking why 
LLIST doesn't work I). But If you don’t 
send an S.A.E I won’t normally write 
back, as with the number of queries sent 
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To Meg or 
not To Meg 

Should Amiga software work to the 1 
megabyte of memory standard ? 

So far, most Amiga games have been 
written to fit Into a 1/2 meg Amlga. 
Unfortunately this meant a trade off In 
graphics, sound or gameplay (usually the 
latter), and games that used 1 megabyte 
to the full, such as Dungeon Master, 
Captive and Chaos Strikes Back have all 
proved that It Is worth upgrading 
memory. Some programers simply used 
the 1 megabyte to store more pictures 
and between sequences to attempt to 
beef up an otherwise boring game, then 
charge a higher price because of this 
(such as All the Dragon’s Lair and Space 
Ace series, Rocket Ranger and others). 
With 1 Meg upgrade boards for the ASOO 
now at £25, It may be time to consider 
making all Amiga Software 1 meg only. 

There are a few pros and cons to this 
Idea, and rather than do an editorial 
proclamation, saying “ALL AMIGA 
GAMES MUST NOW BE 1 MEG I”, I 
thought It would be better to have a 
debate on the subject. 

To start you off. here are a few of the 
points for either side: 

□ For 1 Meg : 

Going to 1 Meg will help prevent piracy. 
Most “little league” pirates buy an ASOO 
very cheap as their first computer, then 
flatly refuse to spend any more money on 
software and Just pirate everything. 
Basically, anyone not prepared to pay 
£25 pounds to upgrade their computer Is 
not likely to spend £25 on software. Any 
pirate spending £25 on a ram upgrade is 
shooting holes In the “I can’t afford to 
buy software” argument. 

Games can be bigger and more involving, 
as more levels can be Incorporated. This 


Is assuming that the programmer doesn’t 
just use the memory for more boring 
sound effects and graphics. 

ST “portovers” can be properly upgra¬ 
ded to use the Amiga’s better hardware 
(this Is coming from an ST fan and head 
of the STOS club by the way !). This 
means that more Amiga games will have 
the better gameplay of the ST game, but 
with the better graphics and sound of the 
Amiga. 

More people will buy the software 
because of Its “prestige” value, as most 
of us have gone for the "I can run It on 
my Amiga, but you can't run It on yours!” 
bit at some point or other. This Is a nasty 
point, but true I 

With More people having 1 meg Amlgas 
and buying 1 meg software, companies 
can develop games that work on the 
Amiga and the CDTV machines (basically 
a 1 meg Amiga with a CD rom drive). Thus 
making sure that both machines are pro¬ 
perly supported. 

□ Against. 

People with only 1/2 meg and a limited 
budget cannot use the software.^ An 
argument against this point Is that the 
Amiga Is a profeslonal computer designed 
to work with a minimum of 1 megabyte 
and 2 disk drives. Anyone buying a 
profeslonal computer at a knock down 
price and not expecting to spend any 
money on it Is daft I Most of the people 
who bought their A500 only to play 
games on would have been better off 
with either a cartridge machine (Better 
graphics, sound and speed) or an ST 
(designed to work properly with only 1/2 
meg and the Internal drive, plus better 
gameplay In general). 

Most people have now got (or' are 
buying) 1 megabyte or more anyway, so 
why write programs for the minority 7 
But this Is a debate, so we would all like 
to hear what you think, for or against. 



Dear Aaron, 

1 hope you can help me with my first 
problems writing a game. 

My aim was to control a bob on screen 
with a joystick, not Just shove It, but I 
wanted to do at least three things at the 
same time: Pushing the joystick left or 
right had to move the bob, while adding 
on a sound, and most Important: Cycle/ 
Animate the bob through three Images It 
consists of. I have made the underneath 
program for this, but It doesn’t work 
well: the bob Just shoves without cycling 
through Its three Images. Though the 
sound works, the sound frequency dis¬ 
turbs the smooth movement of the bob. 
As you can see In the little program, all 
Joystick commands are done with the 
If..Then commands. Maybe this Is no good. 

A second question I have Is: How can I 
move and hide bobs or sprites behind 
other objects while they're on screen so 
that they are hidden from view. 

Is It possible to load screens after each 
other In a smooth way without pauses 
between them, 1 tried the following, but It 
looks more like a slide show than a 
smooth dissolving of the screens: 

Load Iff “ore" 
waif 10 

load iff “two” 
wait 10 

and so on. How can I fade between 
screens? 

Joystick program listing: 

Load Iff “def PIctifleld.l’M 
Load “defpcltrtank.abk” : get 

sprite palette 
Double Buffer 

X=230 : Y=140 


Do 

If Jieft(l) Then X=X-2 

If Jieff(t) Then Ante 1. “(1.10) (2. 

10 )(3. 10 )L ” 

If Jleft(l) Thee Play 15.2 
If Jrlgfif(l) TEteri X=Xht 2 
If Jrlghf(l) Then Anlra 1. “(3. 10) 
(2, 10 )(1 ,10 )L” 

If Jright(l) Then Play 10,2 
Wave 0 to %11O0 
Walt vbl 

Channel 1 to Bob 1 : Bob 1,x,y,1 

Anlm On 1 

Exit If Mouse key 

loop 

Eric Ritmeester, Netherlands 

O.k, Eric, the problems with your 
joystick routine are occurlng because 
you are re-deflnlng your animation every 
frame (so It keeps the bob on the first 
Image), and you have a delay value set In 
your sound routine (so the movement 
slows down). 

I would also suggest putting all the 
commands for each Left/Right stick 
movement Into one IT.Endlf statement 
each. The following program will work 
o.k 

Load Iff “def_pict:field.r’,1 
Load “def plct:taak_abk” : get 
sprite palette 
double buffer 
X=230 : Y=H0 
S=0 : DX=0 
Channel 1 to Bob 1 
Bob 1.X.Y.1 
Do 

Bob 1,X,Y,lbob(1) 
wait vbl 
DXO=DX DX=0 
If Jleft(l) 

DX=-2 

S=15 

A$=”Anlm 0, (1, 10) (2, 10)(3,10)” 
Endif 
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If Jrlgtit(l) 

DX=2 

S=10 

A$="Aai0i 0, (3, 10)(2,f0)(1,10)” 

Endlf 

X=X+DX 

If DXoDXO : rem changed 
direction 

Play S,0 : rem no delay 
Wave 0 to %1100 
Anal 1,A$ 

Anal ob 1 
Endlf 

Exit If Mouse key 

loop 

This variation means that the animation 
Is only changed If the bob changes 
direction. Note that Amal Is used rather 
than the older ANIM commands, as this 
works smoother. 

For Information on moving bobs behind 
things, see the article “1 See no Sprites I” 
article In this Issue. 

For the Picture Fading, try the follow¬ 
ing routine: 

Screen open 0,320,200,1B,lowres 
Rem change to size etc of your 
pictures 
do 

Read PS 

Exit If PS=”END” 
autovlew off 
load Iff P$,1 
screen hide 1 
wait vbl 
autoview osi 
screen 0 
fade 7 to t 

appear 1 To 0,1 : rem Screen 
copy 1 to 0 can also be used 
loop 
data 

“pIconeJff’Y’pIctwo.lff’V’pIcth 
ree.iff” 
data “END” 


Dear Aaron, 

How can I save variables from my 
program 7 And which kind of bank do I 
have to use 7 I don’t understand the 
difference between chip and fast memory 
and work and data banks. I have tried to 
create a bank with the RESERVE com¬ 
mand. Do I have to write the length of 
the bank 7 How long does It have to be 7 
For example. If I want to add Information 
each time I enter the program. Isn’t the 
bank able to get bigger each time 7 

There Is one thing 1 don’t understand. My 
Soundtracker converter (2.1) doesn’t 
convert my songs, only my modules. 

Alfred Hauksson, Iceland 

There are several ways of saving vari¬ 
ables from your program. The easiest 
(although slowest) way Is to write the 
values to a sequential file. For example 
rem Save the variables A.B and 
c$ 

Open Out 1,”Savedata_dat” 

Print #1,A 
Print #1,B 
Print #1,C$ 

Close 1 

Then reading them back In Is simple 
enough. 

rem reload t&e variables A.B and 

CS 

Open In l/’Savedata.dat"' 

Input #f,A 
Input #1,B 
Line Input #1,CS 
Close 1 

The other way is (as you have guessed) 
to poke (or doke or loke) the variables 
Into a memory bank, which can then be 
saved or bsaved to disk. This method Is 
much faster, although It Is more difficult 
to program. 

rem Save tie variables A.B and 

Cl 


Erase 10 : rem you can use any 
spare bask 

Reserve as work 10,16-rlea(C|) 

Rem tie length to reserve Is 
Rem Each Integer Varlable=4 
Bytes 

Rem Plus total lengths of strings 
+ 4bytes for each string 
Rem plus a little bit more to be 
on the safe side ! 

Loke start(10),A 
Loke start(10)+4,B 
Rem make sure that C$ is of 
even length 
If len(cl) mod 2=1 
C5=C$+” ” 

Endlf 

V=Varptr(C$) 

Copy V-2,V+len(C$) to 
start(10)+8 

Save “Savedata_abk”,10 

Then loading back In goes thus: 

Rem reload variables A.B and C$ 
Load “Savedata.abk”.10 
A=Leek(start(10)) 
B=leek(start(10)+4) 
L=deek(start(10)+8) 

C$=space$(L) 

Copy start(10)+10,start(10)+L to 
Varplr(C$)+2 

For Floating Point variables, simply 
convert them to strings with STR$ and 
save them as strings. 

The differences between the types of 
memory and banks go like this. 

Chip Memory can be accessed by the 
Agnus Chip (the first 512K with a normal 
Agnus, and the First 1024K with the new 
Fatter Agnus), and can be used for 
displaying Graphics etc. Thus It should be 
used for anything graphic based (sprites, 
bobs, screens etc). 

Fast Memory Is the rest of memory, 
which can't be accessed by the Agnus 


chip, and should be used for everything 
else. 

Work Banks are temporary memory 
banks, which vanish whenever you run 
your AMOS program. These are used for 
temporary storage of data. 

Data Banks stay with your program 
unless erased. All the standard types of 
Bank, such as Sprites, Icons, Music, Maps, 
Pictures etc are defined as Data banks, 
so that when you save your program, 
these banks are saved with It. Thus you 
don’t have to load them up from your 
program. 

When using the Reserve command to 
define a bank, you need the bank number 
you want to use, and the length of the 
bank. 

For Instance, If we needed 256 bytes of 
work storage In bank 5, we would do: 
Reserve as Work 5,256 

If we wanted this to be a permanent 
DATA bank, It would be 
Reserve as Data 5,258 

And If It was going to be used for Music, 
Sound or Graphics, and thus had to be 
Chip memory, the command would be: 
Reserve as Chip Data 5.250 

Soundtracker normally saves out Its 
music as Songs, without the sampled 
sound data, as this Is normally loaded by 
Soundtracker from It’s preset disks. When 
using a Soundtracker song with AMOS, 
the Instrument data must be stored with 
the song,'so you should save It out from 
Soundtracker as a Module. 


Digitising Service 

If you want photographs digitised In 
any Amiga screen mode, phone Paul 
Townsend on 061-703784. He will 
digitise a dlskfull of graphics for only 
£5! 
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Dear Mr Fotherglll, 

I am writing to ask how I can display an 
entire map on the screen and scroll It 
using the screen offset and scroll com¬ 
mands. I have read In the AMOS extras 
manual that a TOME map extension 
program would be coming out soon which 
will allow me to display a map, but can It 
be scrolled without displaying blocks 32 
or 16 pixels along every time? I am writing 
a Jetpack game and this problem Is 
holding me up. My graphics have already 
been drawn by a graphics artist, so I 
would like to get my game published as 
soon as possible. 

I also have another query, the first 8 
colours of my 16 colour palette are used 
for the map and the second 8 colours for 
the sprites, but even when the sprite 
palette Is obtained, the sprite is still 
displayed using the wrong colours. The 
Bobs do have the correct palette, but I 
do not want to use Bobs for every 
object on the screen because of the 
memory they require. If you could give me 
complete Instructions to the correct 
amount of colours to use, which colours 
for my map, which for my sprite and 
which colours I cannot use because they 
are transparent I would be most grate- 
full. 

Damien Green, Kent. 

O.k Damien, the AMOS TOME exten¬ 
sion and map editor system Is out on 
March 8th and is £19.99 to AMOS Club 
Members. The way the extension works, 
you can scroll a map of any size (using 
screen copy along with TOME's extra 
commands) at near hardware speeds 
without having to resort to screen offset 
(thus saving a LOT of memory). It can be 
scrolled at any rate from 1 pixel to the 
size of the tiles (up to 32x32 pixels). 

Your sprite display problem Is caused by 
the fact that the sprites use the second 


set of 16 colours In the Amiga’s 32 colour 
set. So when you have your screen 
opened to 16 colours, the first 16 colours 
can be used for the screen and bobs, 
while the next 16 are used for sprites. See 
Issue 2 for a modification to the sprite 
editor, and Issue 1 for more details, but 
basically, you should use the first 16 
(0-15) colours for Bobs, and copy your 
sprite colours Into colours 16-31. When 
designing sprites or bobs, colour 0 Is 
transparent. By the way, Bobs use the 
same amount of memory as sprites, and a 
mixture of sprites and bobs might be a 
better Idea In your game, as the bobs can 
display anything that can be drawn witli 
the first 16 colours, while the sprites are 
used for anything that requires another 16 
colours. 

□ handy Mathematics 1 

To calculate the co-ordinates of a 
point on a circle, with centre co-ords CX 
& CY, radii RX & RY at angle Q# (In 
radians), just do 

X=CX+Cos(Q#)*RX 

Y=CY+Sln(Q#)*RY 

This can be used, for example, to make 
a bob go around In a circle: 

(1) Curs off : Flash off : CIs 0 : 
Get sprite palette 

(2) Do 

(3) CX=1B0 : CY=!00 : RX=80 : 
RY=80 

(4) For Q#=0 to 2®Pi# Step 0.05 
: rem there are 2PI radians in a 

circle 

(5) X=CX+Cos(Q#)®RX 

(6) Y=CY-rSln(Q#)*RY 

(7) Bob 1,X,Y,1 

(8) Next Q# 

(8) Foop 

To make the bob go around faster, 
simply Increase the step value In line (4). 
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Absolute Beginners 



Using Read, Data and 
Arrays 

A little bit of history here... The 
READ and DATA statements were 
Intended to be used In Basic listings to 
replace the INPUT command. When writ¬ 
ing out your Basic program In the days of 
yore (up to a few years ago) for the 
program to be typed In at some distant 
technical college. You had to write down 
a list of data to be entered Into the 
program If you were going to use 
INPUT. A typical listing went thus: 

10 Input A 
20 Input B 
30 For C=1 to B 
40 Print A*C 
50 Next C 
data 5,12 

T he computer operator who had just 
typed In your program would then run It 
and type In the data values In response to 
the Input commands. You would then get 
back a printout of the results about a 
week later (I did my ‘O’ levels like this I). 

Obviously, this meant extra work for 
the operator, and the possibility that an 
error would occur when typing In the 
data. This was In the days when the 
“oops wrong envelope” bug used to 


ocur, as the homework envelope of 
Commodore Pet listings (The Amiga’s 
great great ancestor) was often sent to 
the tech by mistake. As the operator 
tried in vain to type an advanced (at the 
time) version of Basic Into a very primi¬ 
tive mainframe, all sorts of syntax errors 
would appear. Thl3 happened to me once, 
when a several hundred line PET Basic 
program came back with syntax errors 
for every other line, yet the operator still 
tried to run the program 1 

Obviously, It would be usefull to be able 
to enter data Into the program without 
typing it in, preferably by making it part 
of the program. Thus READ and DATA 
were born. .. 

The READ Instruction works exactly 
like the INPUT command (although you 
cannot use a prompt). It can accept all 
types of variables, and like Input can read 
in more than one variable at once. If they 
are seperated by commas, e.g 
Read A,B,C,D$,A# 

(Remember that A# Is a completely 
different variable from A) 

The values to be read In are stored In 
the order that they are to be read, as 
data statements, e g 
DATA 1,2,3,’’Hello”, 3.1415 

Note that the Data statements can 
have multiple values after them, or they 
can be split over several statements. 
Also, any strings In data statements must, 
have Quotes (Quotation marks. The 
Shift-2) around them. 

e.g 

DATA 1,2 
DATA 3,’’Hello” 

DATA 3.1415 

As long as the Data matches what the 
READ statement Is going to read In 
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everything Is O.k. If you get an “Out Of 
Data” error In your program, then there 
Isn’t enough data In the data statements 
to be read In by the read commands. If 
you get a type mismatch error with a 
read statement, then It Is caused by 
trying to read string data Into a numeric 
variable, or vlsa-versa . 

Knowing this, you could write a pro¬ 
gram that reads In a series of names and 
tells you the length of them. 

10 Read AS : Ren Read In a name 
20 If A$=”E«id” then Goto 60 
30 M=Len(A$) : Rem Lea returns 
the length of the string 
40 Print A$;” ls”;M;” characters 
long” 

SO Goto 10 : rem read In another 
60 End 

70 Data “Aaron”, ’’Adam”, 
’’Peter” 

80 Data “Richard”, 

’’Christopher” 

90 Data “Francois”,”Sandra” 

100 Data “End” 

In this program, I have used a “rogue" 
value to tell the program to stop. When 
the read statement reads In the “End” 
data, the check on line 20 stops the 
program. Rogue values can be used for 
numbers as well, and are usually values 
that would not be used normally (-999 Is 
a favourite). So If the normal values used 
were 1-12, then your rogue value could be 
any other number. 

When AMOS starts running the program, 
it looks for the first DATA statement It 
can find, and positions the DATA POIN¬ 
TER on the first piece of data. Every 
READ done moves this pointer on to the 
next piece of data. When It runs out of 
data on a line, It looks for the next 
DATA statement in memory and starts 
again there. This Is very much like the way 
you read words off a page. 


You can use the RESTORE command 
to set the data pointer to a particular 
data line, or to restart the data pointer 
from your first piece of data. You must 
use 

RESTORE Label 

where the Label Is a label In front of a 
data statement. 

□ ARRAYS 

Array variables are used to store 
several numbers within the same variable, 
which can then be referenced by another 
variable. For Instance, If you wanted to 
keep six numbers In memory, you could 
do: 

10 Read A 
20 Read B 
30 Read C 
40 Read D 
SO Read E 
60 Read F 

7© Data 1, 12, 43, 64. 95, 26 

Thus storing each value In a different 
variable. However, this can be awkward 
If you want to use the numbers In a table. 
Say, for Instance, that you wanted to be 
able to Input a number from the user, and 
then print out the relevant variable. With 
the above example, this could be achel- 
ved using a lot of IF..THEN..GOTO 
statements (or an ON n GOTO), howe¬ 
ver there Is an easier way... 

In an array variable, you can determine 
how many numbers (or strings) you want 
to be able to store. If you Imagine a 
normal variable as a box that you can 
store a number In, an array variable 
would be a box with numbered partitions 
in It. In our example we would define the 
array variable A() as having 6 values, 
read all the data Into the array, and then 
directly access any of the values, e.g 
10 DIM A(5) ; rem this tells AMOS 
that the A() array will be able 
to store 6 values (from value 


number 0 to value number 5) 

20 For B=0 to 5 ; rem count 
from 0 to 5 , read last Issues 
article 

30 Read A(B) : rera B is used to 
say which A variable the number 
will be stored In 
40 Next B 

50 Input “Enter a number from 0- 
S ”;N 

55 Rem the next two Sines make 
sure that N Is In the range @-5 
6© If N<0 then Goto S© 

7© If N>5 then Goto 5® 

80 Print “The Value of A(“;N;”) 
is”;A(N) 

90 Goto 50 

100 Data 1, 12, 43, 64, 95, 26 

If you run this program. It will read the 
data Into the 6 seperate locations In the 
A() array. When you enter a value for N, 
the program will display the contents of 
A() number N. 

Array variables can be used for the 
same calulatlons as any other variable, 
and can be Integer, floating point, or 
string. Note that an array variable with 
the same name as a non array variable Is 
a completely seperate variable. So A() Is 
a completely different variable from A, 
and In fact the A variable could be used 
to Index A(), although It would look 
confusing. 

To set up an array, you must use the 
DIM command which follows the syntax: 
DIM Variable(Number of elements) 

The numbe of elements can be practi¬ 
cally any value, and this will be the 
amount of seperate values that can be 
stored In the array. It is also possible to 
have multl-dlmenslonal arrays, such as 
DIM A(9,9) 

which would set up array A as a 10x10 
grid (remember 0-9), this multl-dlmenslon- 
ing can be done to almost any level, 


although you would be hard pushed In 
your program If you had to do: 

DIM A(5, 2, 100, 23, 59, 87,10,6) 

which would be an array of 6 elements, 
each with 3 elements, each of which has 
101 elements, each of which... etc. In fact 
this one Is 6x 3x 101x 24x 60x 88x 11>< 7 
and would probably run out of memory I 

To make life easy (and your programs 
shorter) you can define more than one 
array with the same DIM statement. 
Simply seperate the array declarations 
with commas, e.g 
DIM A(12)„ 13(12), C(4,93) 

Just because this arrays article Is tied In 
with the READ/DATA article does not 
mean that you can only use arrays with 
read and data. In fact you can use arrays 
to do anything that you can do with 
normal variables. For example, the fol¬ 
lowing program counts the occurence of 
the 6 numbers returned by a dice In a 
series of 20 random throws. 

10 DIM A(6) 

2© For T-l To 200 
30 R=Rnd(5)+1 : rem tils 

generates a Busatier from 1-6 
40 A(R)=A(R)-sT : rem add one to 

the count for this dice score 
SO Next T 
60 For N=1 to 8 

70 Print N;” Was thrown”;A(N);” 

Times” 

8© Next N 

Anyway, that’s all for this Issue. More 
for you In Issue 4, but before I go and 
feed the learners, here’s a quick puzzle 
for you. How many seperate variable 
types can you have in a program with the 
same basic name (e.g FRED). The first 
one to write In with the answer and a 
program that uses them all will win 
themself some P.D goodies. 
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Thanfcs to Ian Bolton for this 9 line 
Printer Dump program. It Is set up to 
work on a Citizen 120-D dot matrix 
printer (IBM compatible). It simply scans 
the screen to be dumped for occurences 
of a particular colour, and If It Is 
detected, a dot Is printed. This Is perfect 
for dumps of monochrome screens. To 
modify It for colour screens, you would 
have to assign fill patterns to each 
colour, and whenever each colour Is 
detected, simply use the fill pattern as a 
lookup. 

To use this program to do screen 
dumps. Just add It to your program as a 
procedure or subroutine. 

T&e Listing: 

1 H=192 : W=320 : Dim A(W) 

2 For Y=0 to H step 8 : For F=0 
to 7 : For X=0 to (W-1) 

3 If Polfat(X,(Y*F))=1 Then 
A(X+l)=A(X+1)+2~(7-F) 

4 Next X : Next F 

5 Open Port 2.’’par:” 

6 Print #2,Cfir$(27); "A 

C&r$(8); Cbr$(27); Chr$(5); 

Chr$(64); Cfer$(1); 

7 For X=1 To W : D=A(X) : Print 
#2„Chr$(D); : A(X)=0 : Next X 

TTItHIIE AMKDSj 
miEHttPHEfclllE 

As an AMOS Club member, you can 
call the AMOS Helpline at Shadow 
Software any time between 2p.m and 
7p.m If you need help with your AMOS 
programming. The number Is 

0271-23544 (Shadow Software) 

remember to have your card handy to 
quote your membership number. 


8 Print #2/’” : Close 2 : Next Y 

9 Open Port 2,"par:” : Print 
#2,Cbr$(27); ”2” : Close 2 

To modify this program to work with an 
Epson compatible printer, simply change 
line 6 to 

6 Print #2,Chr$(27); ”A”; 

Chr$(8); chr$(27); ”K”; chr$(64); 
chr$(1); 

Experiments are under way to use the 
CLI’s screendump command to dump an 
AMOS screen. The basic theory Is: 

1) Set up a dummy Intuition screen 

2) Bit copy the AMOS screen to It 
(AMOS screens are a different format) 

3) Execcall the Cll screendump program 

4) Close the Intuition program and hope 
It doesn’t crash I 

No solid results yet, but we’ll let you 
know I If you can come up with anything, 
let us know I 

□ DIR$ Fix, 

Another handy tip, phoned In by Nr 
D.E Lewis. This one gets around the 
small bug with the DIR$ function, which 
works o.k when you use It to set the 
directory, but loses a couple of charac¬ 
ters when you try and read the directory 
name and path. To get It to work, do 
this: 

DISK$=DIr$ 

DL=Len(DISK$) 

TEMP$=Strlng$(‘* ”\DL) : rem 
Quote Space Quote 
DISK$=Dlr$ 

LeftS(TEMP$,DL)=DISK$ 

DISKS=TEMP$ 

and now DISKS contains the proper 
DIR$. Well done that man I 


1 

I 



Developed from the highly succesfull STOS TOME package, AMOS TOME contains everything 
you need to write high speed map based games, including handy utilities, examples and a full 
game (Jetstrlke Junior) as well as the TOME Map Editor and TOME extension for AMOS, 

The Extonsion 

TOME adds 27 new commands to AMOS, with the ability to draw and move around maps, change 
tiles, and even lo animate huge chunks of the map area. The extension Is 100% machine code and 
only lakes up 2.OK of memory. 

Because of its highly compact data format and high speed, you can store a map 900 screens In 
size In |usl 64K of memory, and then scroll around II at high speed ! 

The Editor 

The TOME Map Editor Is the most powerfull map editor available on any computer. II Is fast, 
powerfull and Incredibly easy to use. II Is fully Icon driven, with 51 main functions (and several 
options on each). To make editing easier, a full Help facility Is always available. As well as 20 
different drawing modes for editing the map, TOME includes: 

Auto Map Drawing, Maze mode. Makes maze game maps simple to draw, Brlk Cut and 
paste. Full Brlk (map blocks) editing facilities, IFF to map conversion. Turn your IFF screens 
Into maps automatically, Tiles 16x16 to 32x32 pixels In size and up to 64 colours can be 
used ! Full Niceness mode. You can change ALL the colours used In the program's Icons, even 
set the screen out the way you want It. Full NTSC compatibility. Full mini art package to edit 
tiles without leaving the editor, Includes all basic drawing functions, as well as Flip, Fine Edit, Cut 
and Paste, as well as up to 10 colour paleltes In memory at once I 

AMOS TOME requires AMOS VI.23 and at least 1 megabyte of memory. 


-►Only £19.99 to AMOS Club Members 


(£24.99 to Non Members) Add £5 for P&P if ordering from overseas. 
Send U.K. cheque. Postal Order or International Money Order to : 


I 

I 


SHADOW SOFTWARE, 1 Lower Moor, Whiddon Valley, 
Barnstaple, N.Devon, EX32 8NW. 


TOME is Copyright SHADOW SOFTWARE 1991 
AMOS is Copyright Mandarin/Jawx 1990 

SHADOW 

SOFTWARE 
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Learners 
Part 3 


This Issue we’ll be covering the problem 
of making objects jump and fall 
moderately realistically using Pseudophy¬ 
sics (see Professor Speck’s article In 
Issue 1). The reason for using Pseudophy¬ 
sics routines here. Instead of Amal 
Strings and so on, Is that these routines 
are more versatile and reasonably easy 
to understand. For the following pro¬ 
grams, you’ll need to create two bobs 
with the sprite editor. These are: 

1) A ball, 4x4 pixels In size, hotspot at 
centre 


’2) A ball with a parachute, hotspot at 
centre of ball 


Before I go Into programming mode, a 
few basic lessons about physics (and 
pseudophysics). Gravity makes things go 
down (accelerating them down at an 
even rate), so that without something 
pushing them back up or slowing down the 
descent, they will get faster and faster 
until they hit either terminal velocity or 
the ground. Things such as parachutes 
cause drag, and negate some of the 
effect of gravity (assuming you have an 
atmosphere or are cheating) so that the 
object falls at an even (and hopefully 
slow) rate. 

□ Program 1 

Go to direct mode and load In your 
sprite bank first, then go back into the 
editor. 

□ Jumping Ball 

In this program, we shall make the ball 
jump from the ground and then fall back 
down again with gravity. We will be using 
4 variables, X# & Y# to store the 
position of the ball, and DX#. DY# to 
store the vectors (directions) of the ball. 


The variable DY# will change as gravity 
pulls on the ball. Note the use of floating 
point variables. They are fractionally 
slower, but they make the routine more 
accurate. As before, don't enter the line 
nunbers as they are not required. 

1) Sereeii opea 0,320,200,18, 
lowres : Curs Off: Flash Off : 
CIs 0 

2) Get Sprite Palette 

3) X#=20 : ¥#=190 : DX#=4 : 
DY#=-8 

4) Ink 2 : Bar 0,180 to 319,198 : 
Rem draw the ground 

5) Doutule Buffer 

6) LABEL: 

7) Bob 1,X#,Y#,1 : Boll Update : 
Walt Vbl : rera slow It down I 

8) X=X+DX# : Rem add X vector 
0) Y=Y-«-DY# : Rem add Y vector 
IS) DY#=DY#+0-2 : rem add 

gravity to Y Vector 

11) DY#=Mln(8,DY#) : rem make 
sure DY# l@ below terminal 
velocity 

12) If Y#<180 Then Goto LABEL 

Note that we started the Y vector 
DY# off with a value of -8, which will 
cause the ball to go Into the air, as If 
thrown or fired. As gravity changes DY# 
towards a positive value, the ball will 
slow down and then start to fall, until 
DY# reaches Its maximum value of 8 
(Done In Line 11) which Is the ball’s 
TERMINAL VELOCITY which means 
that the ball Isn’t going to get any faster 
because the air pushing against it Is equal 
to the pull of gravity. If the ball was 
thrown on the moon, where there Is no 
air, there would be no terminal velocity 
and you could remove line 11. 

Things like parachutes lower the ter¬ 
minal velocity. So try the following 
modifications. We will be using the vari¬ 
able S to contain the bob Image number 
(1 when the parachute Is closed, and 2 


j 


when open). The chute will open when 
DY# gets greater than 1, and the vari¬ 
able PD contains the amount of drag 
that the parachute Is causing. 

Change line (3) to: 

3) X#=20 : Y#=190 : DX#=4 : 
DY#=-8 : S=1 : PD=0 

Change Line (7) to: 

7) Bob 1,X#,Y#.S : Bob Update : 
Walt Vbl : rem slow It down ! 

Then Change line (11) to: 

11) DY#=Mln(8-PD.DY#) : If 
DY#>=1 then S=2 : PD=6 

Once you have tried this modification, 
you can vary the speed at which the 
chute will open, and the amount that It 
will affect, the terminal velocity by 
changing line 11. 

□ Program 2 

□ The Trained Ball 

Again, we’ll be using the ball sprite bank, 
so erase the previous program (after 
saving It I) by Ctrl-A then hitting CUT 
BLOCK In the Block menu. This erases 
the program, but keeps the sprite bank. 

This time, we shall make the ball Jump on 
command when the fire button Is pressed. 
By not using the X Vector (Setting DX# 
to 0), the ball will jump on the spot. 

1) Screen open 

0,320,200,16,lowres : Curs Off : 
Flash Off : CIs 0 

2) Get Sprite Palette 

3) X#=160 : Y#=190 : DX#=0 : 
DY#=0 : Rem note that DY#=0 
so the ball Isn’t moving 

4) Ink 2 : Bar 0,190 to 319.199 : 
Double Buffer 

5) LABEL: 

0) Bob 1,X#.Y#,1 : Bob Update : 
Walt Vbl 

7) Y#=Y#+DY# : Y#=min(Y#,190) 

: rem force ball to stop upon 
hitting ground 


8) If Y#<190 Then DY#=DY#*0_2 
8) DY#=Mln(8„DY#) : Iff Y#=1S6 
then DY#=9 

10) If Flre(1) and Y#=18§ then 
DY#=-8 

11) Goto LABEL 

Note that we’ve only allowed the Jump 
button to work when the ball Is on the 
ground (when Y#=190). To make the ball 
jump, DY# Is set to -8 (l.e up rapidly). 
Line (8) checks to see If the ball Is In the 
air. If so, gravity modifies DY# (you can 
adjust the amount of gravity of course). 
Line (9) does the terminal velocity fix and 
checks to see If the ball Is on the ground. 
If It Is, then DY# Is set to zero. 

O.k, now It’s your turn. First modify 
program 2 so that the ball uses a 
parachute. Then try modifying It so that 
the ball bounces when It hits the ground. 


AMOS V' 


Yes. AMOS has been updated again I 
This time Francois (or Daisy I) has 
updated It to Version 1.23, which should 
be available now through the P.D library. 
This version fixes several bugs (such as 
the Input and sequencial file bugs In V1.21) 
and Includes some new features: 

It runs perfectly on NTSC screens, and 
the =NTSC function allows you to check 
to see If your program Is running In 
NTSC. 

AMOS now supports Interlace mode 
with up to 4 screens at once I 

The new serial port extension was also 
added In V1.21 and this Is continued to 
V1.23 

This looks like being the last upgrade 
until the compiler Is released, and pro¬ 
grams like TOME’S editor, the compiler 
and AMOS 3D will only work with the 
new version, so upgrade now I 
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DOS 

CAl LING 


One command not included with 
AMOS, that some programmers have 
wished for. is one to read the date and 
time from the Amiga’s Internal clock. 
Fortunately, reading the clock can be 
done from AMOS by using the =DOS- 
CALL() function to use the Amiga's 
DOS library functions to read the date/ 
time. 

The four Amiga librarys that can be 
called from AMOS (DOS,EXEC, GRA¬ 
PHICS and INTUITION) have literally hun¬ 
dreds of routines between them that can 
be used, and although AMOS has most of 
them as commands, a few of them can be 
quite handy. For reference I have been 
using the Amiga System Programmer's 
Guide by Abacus, which Is expensive, but 
rather handy If you are going to delve 
Into the Inner workings of the Amiga. 

To show how to access these routines, 

I will explain a small program to read the 
time via a DOSCALL, then you can type 
In the listing by Andrew Deeley of 
Exeter (If you pass by the Ship Inn, pop 
In and say hello to him I), which reads the 
date and time and calculates the date 
from the unusual Information given by the 
internal clock. 

First, a warning I Using the Internal 
library calls from AMOS Is not for 
beginners. You only need to get one 
parameter wrong and your machine will 
most probably crash! 

□ Reading the Clock. 

The Dos Library routine we want Is 
offset -192 and Is called DATESTAMP. 
You have to pass the start address of 
the area you want the data to be placed 
In DREG(l), and the routine will place 
three longwords Into this memory 
address. It Is best to reserve a small 


work bank to store the data (12 bytes 
long) and use the start(n) function to 
put the start address Into DREG(1) 

e.g 

Reserve as work 5,12 
Dreg(1)=start(5) 

D=Doscall(-192) 

rem info is now in 3 longwords in 
bank 5, D is a dummy argument 

The format of the returned data Is a 
little weird. The first longword Is the 
number of days since January the 1st 
1978, the second longword Is the number 
of minutes since midnight and the third 
longword Is the number of 50ths of a 
second elapsed In that minute. Longwords 
two and three are understandable 
enough, but why the system programmers 
stored the date In that format makes you 
wonder what they were smoking at the 
time I No wonder Francois didn’t do a 
date function In AMOS ! 

So to read the time from this data, you 
would do: 

MNS=Leek(Start(5)+4) 

HRS=MNS/60 : MNS=MNS Mod 60 : 

rem seperate hours and minutes 
SECS=Leek(start(5)+8)/50 : rem 
get seconds 

To work out the date, I’ll pass you over 
to Andrew's program, which does the job 
rather nicely. As usual, the line numbers 
are there for reference only. 

( 1 )’ 

(2) ’ Example Program to show 
how 

(3) ’ to extract and use info 

(4) ’ from built in clock. 

(5) ’ 

(6) ' Written by A.Deeley 

(7) ' 

(8) Screen Open 0. 840, 256, 16, 
Hires 

(9) F!ash Off : Curs Off : CIs 0 : 
Paper 0 

(10) Dim MONTH(12), DAY$(7). 
MONTH$(12) 


(11) Global DAYSELAPSED, DAY, 
YEAR. LPY 

(12) Erase 1 

(13) Reserv@ As Chip Work 1. 12 

(14) MONTH LENGTHS: 

(15) Data 3E 28, 31, 30, 31, 30, 31, 
31, 30, 31, 30, 31 

(IB)WEEKDAYS: 

(17) Data “Wednesday”, 
"Thursday”. "Friday”, 
’’Saturday”, ’’Sunday”, 
"Monday”, ’’Tuesday” 

(18) MONTHS: 

(19) Data “January”, ’’Febuary”, 
’’March”, ’’April”, ’’May”, 
’’June”, ’’July”, "August”, 
’’September”, ’’October”, 
"November”, "December” 

(20) GRAB_ CLOCK_ INFO 

(21) Every Off 

(22) CHECK DATE CLOCK: 

(23) Every 50 Proc GRAB_ 
CLOCK_ INFO 

(24) CALCULATE_DATE 

(25) ’ Read Month Length Data 

(26) Restore MONTH LENGTHS 

(27) For K=1 To 12 

(28) Read MONTH(K) 

(29) If(K=2) and(LPY=True) Then 
Inc MONTH(K) 

(30) Next K 

(31) ’ Get Day of Month 

(32) For K=1 To 12 

(33) If DAY>MONTH(K) 

(34) DAY=DAY-MONTH(K) 

(35) Else 

(36) MONTHCOUNT=K 

(37) Exit 

(38) End If 

(39) Next K 

(40) ’ Read Day Data 

(41) For K=1 To 7 

(42) Read DAYS(K) 

(43) Next K 

(44) DAY$=DAY$(DAYSELAPSED 
mod 7+1) 


(45) ’ Read Month Data 

(46) Restore MONTHS 

(47) For K=1 To 12 

(48) Read MONTH$(K) 

(49) Next K 

(50) ’ Work Out Suffix and 
Display Date 

(51) SUFFIX$=”th” 

(52) lf DAY mod 10= 1 and ( 
DAYoM ) Then SUFFIX$=”st” 

(53) 1 f DAY mod 10=2 and ( 
DAY<>12 ) Then SUFFIXS=”nd” 

(54) lf DAY mod 10=3 and ( 
DAY013 ) Then SUFFIX$=”rd” 

(55) Locat@ 1,1 

(56) Pen 2 

(57) Print “Todays Date: ’’; 

(58) Prlnt DAY$;DAY;SUFFIX$;” 
”;MONTH$(MONTHCQUNT);YEAR; 

(59) TRAP: 

(60) Goto TRAP 

(61) Procedure CALCULATE_DATE 
(02) ’ Re-Adjust Days Elapsed 

So It Starts From 1.1.81 

(63) DAYSELAPSED= 
DAYSELAPSED-1095 

(64) ’ No. of Leap Years 

(65) NLY=DAYSELAPSED / 1481 

(68) ’ Get No. of Elapsed 4 Year 

Cycles 

(87) YEAR=NLY a 4 

(68) ’ Get Remainder of last 3A4 
years 

(69) YRR= DAYSELAPSED 
mod 1461 

(70) ’ Add the Remaining Years 

(71) YEAR=YEAR+(YRR/3B5) 

(72) ’ Calculate Actual Year 

(73) Add YEAR,1981 

(74) ’ Calculate Days Elapsed In 
Year 

(75) DAY=YRR mod 365 

(76) ’ Test For Last Day for 
Normal and Leap Years As the 
Above Algo. 

(77) ’ Calculates the Last Day 
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as Being Day=0. If leap year set 

flag. 

(78) LPY=False 

(79) If DAY-0 

(80) DAY-365 

(81) If YRR=0 

(82) DAY=3B6 

(83) LPY=True 

(84) Eeuf If 

(85) Dec YEAR 

(86) Eld If 

(87) End Proc 

(83)Procedure GRAB CLOCK_ 
INFO 

(89) CLOCKJNFO=Start(1) 

(90) Dreg(1)=CLOCKJNFO 

(91) R=Doscall ( -192) 

(92) ' Get Info Froea Bank 

(93) DAYSELAPSED=L@ek( 

CLOCK INFO) 

(54) Add CLOCK INFO r 4 

(95) HOUR=Leek(CLOCK INFO) / 

60 

(96) ELAPSEDMINUTES- L@ek( 
CLOCKJNFO ) «aod 60 

(97) Add CLOCK INFO.4 

(98) ELAPSEDSECONDS- Leek( 
CLOCKJNFO )/50 

(99) Pen 4 

(100) Locate 1,3 

(101) Print “Time: 

(102) Print 

HOUR;”:”;ELAPSEDMNUTES;”:”; 
ELAPSEDSECONDS;” ” 

(103) Every On 

(104) End Proc 
NOW SAVE IT ! 

Before running this program, you will 
have to add the following to the startup 
sequence of your AMOS Boot disk. 

SETCLOCK OPT LOAD 

This will load the correct date and time 
from a battery backed clock If you have 
one. 


□ Handy Mathematics 2 

If you want to make a variable X loop 
through from 0-n, simply do 

the following. 

Inc X : X=X mod (n+1) 

so If you wanted X to go through 
0,1,2,3,4,0,12,3,4 etc do 
Inc X : X=X nod 5 

Every time this command Is done, X goes 
up by one, but wraps around at 5. 

□ Handy Mathematics 3 

To make a variable toggle between two 
values vl and v2, simply do 
T=(v1+v2)-T 

remembering to set T (or whatever 
variable you use) to either vl or v2 at the 
3tart of the program, e.g 

(1) T=4 : Rem v1=4, v2=10 

(2) Do 

(3) Print T 

(4) T=14-T : rera V1+V2-14 

(5) Loop 

This Is very handy for variables that 
need to toggle between two states. 

□ New Sprite Editor 

The standard AMOS Sprite editor has 
Just been upgraded. The SprlteX upgra- 
der Is available only to AMOS Club 
Members as Llcenseware from the AMOS 
P.D Library. When ordering It, quote your 
membership number from your membership 
card. 

SprlteX has a built In Sprite -Grabber 
and animation tester, can edlt=lcons ; as 
well as having better palette controls, so 
you can edit sprites without colour 
problems. It also has all the commands as 
buttons (so you don’t have to use the 
keyboard) and there are no annoying 
bugs. The only drawback Is that you need 
1 megabyte of memory to use It I 


Plenty has been happening on the 
PD front since Issue 2. In fact, the AMOS 
P.D Library has been completely re-done, 
and now contains around 140 AMOS disks! 
Unfortunately, there are too many to list 
In this newsletter, so I’ll be reviewing 
some of the better ones to have arrived 
recently. For a full list, please send an 
S.A.E to Sandra Sharkey, Dept 
A/C, 25 Park Road, Wigan. WN6 
7AA. 

Or phone her on 0942 495261 . 

If you have been buying AMOS P.D from 
Seventeen Bit Software, then please 
Ignore the AMOS P.D List that they have 
been supplying, as they tried to Jump the 
gun with their list, and It Is inacurate. 
several of the P.D disks they Included In 
their list were not used In the official 
AMOS p.d library, as they were not 
thought good enough yet. Please note 
that the Official AMOS P.D library (San¬ 
dra’s one) might be slightly more expen¬ 
sive, but the disks are fully virus free, and 
the library only handles AMOS and STOS 
P.D disks, so that more attention Is payed 
to the disks and software In the library. 
Several Amos users have stopped buying 
their AMOS p.d from other libraries and 
gone to buying their P.D from Sandra, 
after finding viruses on their disks, or 
receiving disks that hadn’t even been 
formatted I Also, Sandra upgrades disks 
such as APD 36 (AMOS 1.21 upgrade) to 
the latest version for 50pence If you 
bought the original P.D disk from her. If 
you bought the V1.21 upgrade from San¬ 
dra and want V1.23, first check with her 
to make sure It Is available, then send 
your disk, a stamped addressed envelope 
and 50 pence to her to get the V1.21 disk 
upgraded to V1.23 (This offer Is for the 
U.K only). 


If you are writing an AMOS game for 
P.D, then try and avoid writing clones of 
current games, as one STOS game had to 
be removed from P.D, as It resembled the 
game “Plpemanla" too much, and the 
distributers of this game asked for Its 
removal I They asked very politely, but 
the next one might not I 

I’ve Just had a look at the Benson Demo 
II, which should be appearing In P.D soon. 
The Benson Demo I (APD 99) won Man¬ 
darin’s Demo competition. Benson II 18 
pretty good for a demo, the digitised 
skeleton that stands up at the start and 
says “Oh no not another Benson Demo !” 
Is a good touch. But a word to all of you 
writing demos. They are all beglnlng to 
look the same I I suggest you write one 
demo to get It out of your system, then 
use your talents to write games (You can 
Include scrolly messages In them If you 
want!). 

Reviews. Here are reviews of the best 
three P.D/Llcenseware disks to appear In 
the P.D library recently. 

LPD 8 (Llcenseware. £3.50) : Work 
& Play by Len Tucker. 

This set of three educational games for 
young children Is brilliant I There are 3 
games Funtlmes Tables a sort of maths 
based snakes and ladders game, Let’s go 
Shopping, where you have to work out 
“how many can you can buy at 2p each 
?” and "How much will 5 of them cost 7” 
type puzzles, and Click Clock, a tell the 
time teaching game, where you have to 
set either a digital, or analogue clock to 
the correct time. 

These games are changed from the 
ordinary to the brilliant by their extra 
touches. In Funtlmes Tables, each player 
can pick any one of a series of counters 
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(from the sprite 600 set), each of which 
moves In Its own way, and has Its own 
sound effect when moving. In Click Clock, 
every time you set the clock correctly, a 
mouse runs out and steals some cheese. If 
you get It wrong, the sleeping cat wakes 
up and chases It away, both with brilliant 
sound effects. If you’ve got young chil¬ 
dren, or want to see how to program an 
educational game, then get this one I 
Although you’ll need 1 meg to run it. 

APD 115 (P.D £2.50) Balloonacy, 
by Delboy Dodson 

Since the AMOS club started, I’ve now 
seen about 12 versions of the old game 
'•Blitz”, the one where your aircraft Is 
slowly losing height, and you have to 
bomb a city flat to be able to land (This 
is because when Blitz was first written, 
they didn’t have ejector seats I). Blitz Is a 
pretty good game to start your game 
writing with, as It Is relatively easy to do, 
and introduces you to most basic games 
programming concepts, but unfortunately 
most versions of this game are roughly 
the same. 

Balloonacy however, has a few extra 
bits that put It a step above the rest. It 
has a good help sequence. Introducing all 
the enemies and bonuses, plus the principle 
behind the game, and the game Itself has 
been expanded. For starters, you are In a 
balloon (thus the name) which can gain 
altitude by releasing sand bags, of which 
you have a limited number. You can also 
release air and lower your height, giving 
you some manouverablllty for avoiding 
the various flying things that try and hit 
you from time to time. 

Trundling (or zooming) along the ground 
are various trucks, skateboarders, bal¬ 
loon sellers etc, that sometimes give you 
bonuses If you manage to bomb them, f 

The game is well presented, and mo3t of 
all very playable. Much more Interesting 


than a scrolly text demo I 

APD 103 (P.D £2.50) : Pick Up a 
Puzzle by Len Tucker 

Another Len Tucker product, this one Is 
a Jigsaw game (like Ills Thlngamajlg chil¬ 
drens game, reviewed In Amiga Format). 
This version however. Is slightly more 
tricky, as it Involves traditional style 
Jigsaws, although you cannot place a 
piece where It Isn't supposed to go. 
There are three levels of difficulty to this 
game (at level three, the pieces can be 
rotated I), and It should keep puzzle 
freaks happy for some time, especially as 
you can load new jigsaws into It and 
there are several picture puzzles supplied 
on the disk. 

U Preview 

Coming soon to the P.D Library (by the 
time you read this), Is APD 123, the AMOS 
Club TOME Demo game, '‘DEADLINE!”. 

Deadline Is an 8 way scrolling game that 
runs at high speed and Involves 10 dif¬ 
ferent levels, with plenty of extras I For 
instance, every time you pick up a P.D 
disk, there Is a chance that a sound 
sample, piece of music, demo, or even a 
sub game will start playing (at the same 
time as the game Is playing). The game 
Involves arcade action and puzzles and Is 
a sort of cross between Gauntlet, Boul- 
derdash. Lode Runner and Time Bandit. 

Also on the disk are various listings 
from this newsletter, such as the Title- 
maker program and the E-Number. Phone 
Sandra for availability. 

Another disk to get, It Gary Symons 
assembler (LPD 9), which Is a full assem¬ 
bler written in AMOS. It converts assem¬ 
bly to machine code faster than Devpac 
II I The disk Is fully documented and also 
Includes a dlsasembler. For serious pro¬ 
gramed, this disk Is a must. 


Mortal Wm\o) 
reoaHOth]® 

This small routine will print the string 
S$ with an automatic word wrap, so that 
words are not spilt from one line to 
another. To change the routine to work 
for different line lengths, change the 
variable LL to whatever your line length 
Is. 

This routine Is usefull for adventure 
games, and anywhere that you might need 
to have a standard print routine to 
output previously unformated text. 

The routine simply checks the last 
character of each line. If It Isn’t a space, 
then It will find the last occurence of a 
space In that line and take anything after 
It and add It to the start of the next line. 
If you use a word that Is the length of 
the line (l.e you use no spaces for one 
line) then the word will be spilt between 
the lines, which Is not much of a problem, 
because anyone who knows any 40 letter 
words isn't going to be too worried 
about this sort of thing anyway ! 

The ‘rem Quote Space Quote’ bits are 
there to remind you that there Is a space 
between the quotes on that line. 

As usual, don’t enter the line numbers, 
just the lines. By the way, this one can 
easily be crammed onto about 3 or 4 lines 
If you want to spagettlfy it. 

1) Procedure WRAP[ SI ] 

2) LL=40 

3) While L@n( S$ ) >0 

4) L$=Left|( SJ, LL ) 

5) S$=Mld$( S$, LL+1 ) 

6) R$=Rlght$( L$, 1 ) 

7) If R$<>” ” : rem Quote Space 
Quote 

8) S=lnstr( Flip$( L$ ), ” ” ) : 
rem Quote Space Quote 

9) If S>0 


10) R$=Right$( L$, S-t ) 

11) S$=Ri+S$ 

12) L$=L@ft$( L$. Len( L$ ) -S ) 

13) Endlf 

14) End If 

15) L$=Left$(L$+Space$(LL), LL ) 

16) Print L$ 

17) Wend 

18) End Proc 


IU$IIN<D IFCNYS 
IFIP€)M a\ IPAMIDIISIK ;; 
a\IDWa\N€IEID YIIIP 

Since the article on using fonts In Issue 
2, plenty of you have been using fonts In 
your programs. Unfortunately, you’ll be 
finding that the Set Font command 
always loads the font from disk whenever 
used. So If you are using lots of fonts, 
your program slows down considerably. 

Mike Ratcliff was one of the many 
AMOS programmers who phoned asking If 
there was a way around this problem. I 
suggested that he try Installing a RAM 
disk, and making AMOS load the fonts 
from there. 

Mike modified his Amos startup sequence 
to load In the RAM disk (supplied on the 
Amiga Workbench 1.3 disk) and put the 
ramdlsk handler program In the ‘S’ folder 
on the disk. He also added an ASSIGN 
command to the startup sequence to 
assign all references to the FONTS folder 
to newly created FONTS folder on the 
RAM disk (This was also set up from the 
startup sequence). Once AMOS had boo¬ 
ted up, all Font access was now from the 
RAM disk, thus no delays or disk access 
once the program was running. The only 
drawback Is that the Ramdlsk obviously 
used slightly more memory, but this was 
well within useable limits. 
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(Continued from front page) 

In every day, I would go bankrupt If I 
had to pay the postage back on all of 
them I So no S.A.E, No Reply. 

If you have written something you think 
might be helpfull to other AMOS users, 
even if It Is only a simple couple of lines 
to solve a problem, send It In I The 
address, as ever, Is: 

The AMOS Club, 

I Lower Moor. 

Whlddon Valley, 

Barnstaple, 

North Devon. EX32 8NW. 

If you are well and truly stuck with your 
AMOS program, then feel free to phone 
the AMOS helpline here at Shadow Soft¬ 
ware. The number Is 0271 23544, and 
remember to have your membership card 
handy. The best time to ring Is between 
2pm and 7pm U.K time, as 1 tend to more 
likely to be both in and awake then. 

□ First AMOS Add On 
Released I 

AMOS TOME, (The TOtal Map Editor) 
is being released by Shadow Software on 
March 8th (Yes this year I), and as well as 
giving you 27 new commands for AMOS 
so that you can use high speed map 
backgrounds (scrolling or static) In your 
programs, you also get the most 
powerfull map editor available on any 
computer! 

The TOME extension Is written purely In 
machine code thus making the map com¬ 
mands go VERY fast (software scrolling 
backgrounds at hardware speeds), and 
use very little memory. 

AMOS TOME Is £24.99 ( £19.99 for 
AMOS Club Members ) and requires 
AMOS V1.23 and 1 meg of memory (The 
extension Is only 2.9K so you can write 
programs that work In half a meg, but the 
editor requires 1 megabyte). 


The TOME package comes with a demo 
game and examples on both the disk and 
In the manual, and we will be running 
articles on using It In the newsletter. 

Send your orders for TOME to Shadow 
Software, at the same address as the 
club, making cheques payable to Shadow 
Software. (Please add £5 for postage If 
ordering from outside the U.K). 

P.D TOP 10 December 1990 
1: APD-36 AMOS Updater 
2: APD-7B Rainbow Warrior 
3: APD-62 Arcadia 
4: APD-83 AMOS Paint 
5: APD-31 Screen Designer 
B: APD-1 Gaines Music Creator 
7: APD-97 Dynamite Disk t other 
progs 

8= APD-21 Word Square 
Solver+Games 

8= APD-53 Curos & Stavros 
Mega Demo 

10=APD-77 AMOS Programs 
(Rainbow warrior + demos) 
10=APD-85 Reversl + Snakes & 
Ladders 

And with V1.23 of AMOS now being 
released, I think APD-36 will probably 
stay number 1 I Please note that the 
highest demo only reached number 8. 
Users want utilities and Games 1 


This Newsletter was written by 
Aaron Fothergill, unless other¬ 
wise stated, put together on an 
Amiga and an ST using Timeworks 
DTP 

Graphics by Adam Fothergill. 

Printed by Creative Printers, 
104 Boutport Street, Barnstaple. 
N.Devon. Telephone (0271) 77655 
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